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SAFETY PRECAUTIONS 


. This Game-Pak is a very fine instrument. 
Keep it away from very high temperature and 
mechanical shock at alltimes. Never dis- 
assemble it for any reason. 


. Never get the terminals wet or touch them 
with your bare hands. This could cause 
damage. 


. Do not clean the case with solvents of any 


ыы ыла kind, such as thinner, benzene, alcohol, etc. 


мі that it has m 
entertainment value. Al iia sa . If you play the game for a long period of 
when being games t time, please take a short rest of 10 to 15 


ensure complete compatibility А 4 
NINTENDO ENTERTAINMENT SYSTEM minutes, about every 2 hours, for your health. 
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ou emerge from a 

groggy stupor and 

find your right palm 
covered with dried blood. 
Hmmm...no wounds... 


must be someone else’s 


blood. The pain in your left 


forearm grabs your atten- 


tion and you notice a tiny 


puncture. Is this from 
some type of injection? 
Your heart skips a beat as 
you realize that you can’t 


remember who you are! 





NAMES OF CONTROLLER PARTS AND 
OPERATING INSTRUCTIONS: 


Only controller 1 is used for this game. 


CONTROL PAD В А Control Pad: 


--- =. c Used to move pointer on screen 





SELECT Button: 








SELECT START START Button: 


Used to start the game. 


A Button: 
Used to | with the pointer. Also used ta 
read the ne ё 


В Button: 


Used to deselect commands 





HOW TO PLAY: 


Starting the Game: 
When the Déjà Vu title screen appears 
begin the game 


Choosing the File: 
After pressing START to begin the ı 
ofthree possible FILES. The thr 
status of three different games. Use the control padto move 
the bullet to the file 1 like to use. When you first 
begin your quest NEW 
indicating tha 5 а NEW 
th me, you may 

Ime your gar 


The Objective: 

You have awakened to realiz с ember who 
ou аге, Were you injec th someth f you have 

any hope of survivin f ho you are 

and what is go" 


are killed in your quest, you'll 
have the opti isuming your game where you left off 





Playing the Game: 
Déjé Vu is a graphic adventure game which you control us- 
s windows on screen. When you first begin 


hutton 

press the A button while the message is being written to 
more quickly d y the text. After viewing the last part af 
the message, you will see the main game screen which is 
divided into three parts or "windows." Let's laok at each of 
these windaws and then we'll show you how to use them to 
get started 


Notebaok 


The View window in the upner.left of vour screen g 
a look at your surround 

the bottom of your s 

tion for you to read 


manipulate obj 


RETTET 


[^ 


RNS 
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When you first awaken you will find yourself in a restroom 

stall. In front of you hangs a tan trench coat. Let mine 

the trench coat. Use the control pad to move the pointer to 

the box next to the EXAM. command in the Command win- 

dow, Press the A button to choose the M. command 

The box will turn black to confirm your selection, [ pom 


CET] 
LET 


; he control pad ta move the pointer up until itis 
over ti ch coat in the View wei Press the A button 
to examine the trench coat. You will be given a description 
of the trench coat. The EXAM. command is ane of your best 
tools for inva Qr surroundings 


"x Yero. 
Ton Teer eure sous 
TRUSTE, 


' 
You hav. 

you are. We 

any hope of surv, 
and what is gog 
whose is it? 7 
have the opti 





When you press the A button, the second part of the mes 


will be shown 


ket of 
e trench coat. Let's take the trench coat and look inside 
the packet. Pres A button to indicate that you are fin- 
ished reading the . The 1 window wil 
once again app 


VR) тккі serETHIODU awi тін 
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Move the pointer to the TAKE command and press the 
button. Next, move the pointer up ta the View wind 
it is over the trench coat and press the A button 
ive a message confirming that the coat has be t 
the А button to return to the Command window. 


You will now see a COAT listed in the GOODS рас 
notebook in the uppe part of the window. 


ing taken the tre at, you will now see a 38 re 

ver in a h г hanging in front of you. As the me 
indicates, this will probably be iy! P he A button to 
return to the Command window. 


mmm nee HER 
wem m as MN wen namen 





The TAKE command will still be selected. To take the gun, 
move the pointer to the gun and p he A button. You will 
receive а message confirming that you have taken t 

and it will appear in the GOODS page of your notebook 


Now let's look inside the pocket of the tre coat. Move 
the pointer to the box next to the OPEN command in the 
Command window and press the A button. Next, move the 
painter ta the box next to the COAT in tt 


me ge confirming 
A button again to cle 


Some of thas 
get out of this r 


e OPEN command should still be selec 
pointer to the door of the stall straight in 8 
the A button. You will receive ar nfirming 
ning of the r and you will r see into 
the othe tof the restroom. OK, le 


кісілік BAe 





Press the A button to return ta the Command window. Move 

the pointer to the MOVE command and press the A button 

The b st below the MOVE command giv [ 
d view of any available exits from your current pa: 


Mo 1e pointer down to the blue box in the area 

low the MOV f 1d and press the A button. 

then move out of th all and find yourself in the middle of 
the restroom. Before you is another door. Perhaps you 
should open it and see what lie nd, Or maybe you 


amine the other items in this room more carefully 


upto you! Good buck! 


The other commands work similarly to the ones you have 
already used. The following section canatains a summary of 
all the comman 





Summary of Commands: 


EXAM. 


SPEAK 


This command allows you to examine objects in 
the View window. This is the best way to get in- 
formation on the objects you see. It will help you 
determine which objects are important. 


Use this command to talk to the other characters 


you may encou nter 


Used to close objects that have been opened. 


Used to open doors, packets, hoxes, and other 
containers. You can also use this ta open items 
that appear in the GOODS page of your notebook 


Use t command to pick up an object. After 
taking an object, it will appear on the 80005 
page of your notebook 


SYSTEM 





LEAVE 


This command lets you tn 
your current location. You can do this to lighten 
your load or to di ( tem that is no longer 


of use 


This command lets you use an objec 
carrying. The o 
anthe GOODS pag 
object, first choos 
move the pointer t 
: GOODS p 
A button. If 
object, anthen move th 
View window tà chc he 
acted upon. In this way you ca 


against an assailant for example. This command 
is also useful for consuming food or drink. 





MOVE 





This command permits you to move through your 
environment To use the E command, first 
move the pointer to the MOVE comma nd 


e A butt 1 can then specify where 
would like 


are shown in t 
mand. This is a top down view of your pre 
1 may also $ fy where to move by 
exit in the View 
winde d press е A button. Each time 
you move to a new location, you will be given a 
de on of your 5 »undings 


SYSTEM 





The Notebook: 

The Notebook win ows you an inventory of th 

or notes you are carrying. Only ane page of the note 
n use the Left and Right arrow 


The Self Box: 

The SELF box lets you use an object on yourself. For ex 
ample, to drink в glass of seltze would first TAKE it sa 
that it shows up in the GOODS page of your notebook. Next, 
you would choose the USE command, sel 

from the GOODS page, and lastly choose the SELF box to 
use the seltzer on yourself. 


The Save Command: 

You can save your current status by s ng the SAVE 
command. This wall allow you to res your game at an- 
other time 





Resuming a Saved Game: 

After pressing the START button to begin your game, 
choose the FILE to which you had previously saved your 
gam yu will then be given three choices 


CONTINUE lets you resume your previously saved game 
EXIT lets you cancel your choice 


NEW GAME lets you start the game from the very begin 
ar, this will erase your previ 








COMPLIANCE WITH FCC REGULATIONS 


This equipment gen s and uses r ed and j properly, that 
with th 


ential ins 
alaton. If this eq 


television ermined by turning th Ipment 
ore е following 


on agair 
rferenc 


vide г 
ment d 


по диаг 


rient the receiving antenna 
NES with respect to the receiver 
Move the NES away fram the r ver 
Plug the NES into a different outlet sa that Control Deck and 
Е ar are on different circuits 
or an experienced гас 
ét prepared 





90-DAY LIMITED WARRANTY KEMCO/SEIKA GAME PAKS 


WORT LIMITED WARRANTY REPAIR/SERVICE AFTER EXPIRATION OF WARRANTY, 


tha PAK c 


WARRANTY UMITATIONS: 











on, USA 


Mariner Avenue 


Suite 100 





À WARNING: DO NOT USE WITH FRONT 
OR REAR PROJECTION TV À 


Do not use a front or rear projection television with your 
Nintendo Entertainment System™ ("NES") and NES games. 
Your projection television screen may be permanently 


damaged if video games with stationary scenes or patterns 
are played on your projection television. Similar damage may 
occur if you place a video game on hold or pause. If you use 
your projection television with NES games, Nintendo will not 
be liable for any damage. This situation is not caused by a 
defect in the NES or NES games; other fixed or repetitive 

images may cause similar damage to a projection television. 
Please contact your TV manufacturer for further information. 
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À THE DEJA yy 


HINT 
BOOK 


Name (please print) 


Address 


City State Zip 


1 
à 


Bio or photocopy this form, fill іп com- Kemco/Seika 
pletely and send with a check or money 20000 Mariner Ave. 


order in an envelope addressed to: Sasse 
order in n pee З Torrance, СА 


90503-1670 


Please allow up to 6 weeks for delivery 





from time to time and need 
some professional advice. 
UM let ya in on an Inside 
tip if ya promise to keep yer 
mug shut about it. There's 
this book, see, that'll get ya 
outta any mess. Ssshhh! It's 
called The Déjà Vu Hintbook. 
Just clip out; photo- 
| know you're the greatest copy or secretly photograph 
detective that's ever walked he form at left, fill it in and 
send |t with the right amount 


the face of the earth, 


of dough. You'll get three 
and if ya weren't so groggy levels of answers to all yer 
you'd have solved this case by questions without the risk of 
now, wouldn't ya? But, hey, losing yer detective's license. 


we all get a littie tripped up Good luck, pal! 





